SPORTS" 


EVERYONE 


III NASCAR 


READ BEFORE USING 
YOUR PLAYSTATION’2 COMPUTER 
NTERT INMENT SYSTEM. 


ft A Very small pefcentage of individuals may experience epileptic seizures when 
exposed to gertain light patterns or flashing lights. Exposure to certain patterns or 


backgrounds on a television screen or while playing video games, including games 


If You experience any of the following symptoms while playing a video game— 
ziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, 
ny involuntary movement, or convulsions—IMMEDIATELY discontinue use and 

/consult your physician before resuming play. 


/ WARNING TO OWNERS OF 
PROJECTION TELEVISIONS: 


Do not connect your PlayStation 2 console to a projection TV without first consulting 

the user manual for your projection TV, unless it is of the LCD type. Otherwise, 

it may permanently damage your TV screen. 

USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 

America may damage your console and/or invalidate your warranty. Only official or 

licensed peripherals should be used in the controller ports or MEMORY CARD slots. 

HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

> This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C 
designation. 

% Do not bend it, crush it, or submerge it in liquids. 

% Do not leave it in direct sunlight or near a radiator or other source of heat. 

> Be sure to take an occasional rest break during extended play. 

> Keep this compact disc clean. Always hold the disc by the edges and keep it in 
its protective case when not in use. Clean the disc with a lint-free, soft, dry cloth, 
wiping in straight lines from center to outer edge. Never use solvents or abrasive 
cleaners. 

This product has been rated by the Entertainment Software Rating Board. 

For information about the ESRB rating, or to comment about the appropriateness 

of the rating, please contact the ESRB at 1-800-771-3772. 
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»For more info about this and other titles, check out 
EA SPORTS™ on the web at www.easports.com. 


IN MEMORY OF ADAM PETTY AND KENNY IRWIN JR. 


GETTING STARTED 


PLAYSTATION®%2 CONSOLE 


disc tray RESET button 


(OPEN) button 


. Set up your PlayStation 2 console according to the instructions in its Instruction 
Manual. 


2. Make sure the MAIN POWER switch (located at the back of the console) 
is turned ON. 


3. Press the RESET button. When the power indicator lights up, 
press the OPEN button and the disc tray will open. 


4. Place the NASCAR® 200/ disc on the disc tray with the label side facing up. 
Press the OPEN button again and the disc tray will close. 


5. Insert game controllers and other peripherals, as appropriate. 


6. Follow on-screen instructions and refer to this software manual for information 
on using NASCAR 2007. 


COMMAND REFERENCE 


DUALSHOCK™2 ANALOG 
CONTROLLER CONFIGURATION 


L2 button 
L1 button TTT Nt u 
fA) 
jj ; L : —— 


/ ( 
directional button ———}-.( 9“) Onkn (a) 
if ANALOG 


(D-Button) | C) mio 
left analog stick(L3 button) i AS ) ( 
\ — 


SELECT button A\ button 
ANALOG mode switch O button 
START button X button 

(J button 


right analog stick(R3 button) 


BASIC CONTROLS 


Learn these basic controls to put yourself in the driver's seat. 
\ For a more detailed list of commands, >» Complete Controls on p. 4. 


[< S\ _ REVERSE 


Ya ry V\_ BRAKE 
SONY (yj 
O - \ 
LO~C)P} rv > (C7 (Co — CHANGE VIEW 
steer |\ |O es ®@ | 


| 7 ww) On. } ACCELERATE 


COMPLETE CONTROLS 


Once you've mastered the basic controls, learn these more detailed controls and 
navigate your way to the head of the pack. 
/ mast 


D-Button or left analog stick + 
D-Button or left analog stick «+ 
TTD A 
A 


D-Button or left analog stick «+ 


Accelerate % or right analog stick T 
Brake i or right analog stick Y | 
Reverse (when already stopped) A inti | 
Change view @ HUH 
Toggle rear view mirror ON/OFF L1 
Damage meter . L2 
Ge HOB TTT SELECT i 
Upshift (manual transmission only) ii] Rk. Tl Ti 
| Downshift (manual transmission only) = RY H 
Pause game ___ START 
\ 
\ 
\ \ 
\ \ 


INTRODUCTION 


DOMINATE AT DAYTONA® 
Race fender-to-fender with NASCAR's stars as the #1 sports racing game comes to \. 


ity, 
abel 


the front of the pack with the most competitive, authentic racing experience. 
Stunning 3D graphics and visual effects, realistic physics, and real NASCAR cars, 
tracks, and lifestyle put you in the driver's seat-and for the first time, race at Daytona 
International Speedway”, “The World Center of Racing.” This is your first chance to 
experience NASCAR with PlayStation 2 console technology. With the power of 750+ 
horses under the hood, muscle your way to the championship in WASCAR 2001. 


NASCAR® 2001 Features: \ 

<> THE GREAT AMERICAN RACE: Race in the Daytona 500 for the first time | 
in a NASCAR video game. 

<> NEW TECHNOLOGY: All new game engine designed specifically for the 
PlayStation 2 console puts you in the driver's seat like never before. The realistic 
physics model includes settings from Arcade handling to tough Veteran difficulty 
and Simulation handling. 

<> FULL CAR DAMAGE: Including dents, car parts that fly off, sparks, smoke, 
oil fires, and car breakdowns. 

<> RICH 3D GRAPHICS: Stunning car models are complete down to details such 
as engines, car interiors, sponsor decals, and driver. Special effects include real- 
time lighting, reflection mapping, and debris effects such as dust and smoke. 

<> TOUGH COMPETITION: Bump and grind against over 35 top NASCAR drivers, 
each modeled after real-life tendencies and abilities. 

<> REAL TRACKS: 12 ovals and road courses with rich 3D environments and day 
and night racing. 


From the Main menu you can hit the track straight away in a Quick Race, take 
on the pack in a Single Race or Championship Season, or go up against a friend 
aytwo-player gapre. You can adjust game settings and options, or view the 


Jump into a race with a randomly selected car 

at a randomly selected track. When you select this 
option, you start in the middle of the pack. On the 
Track (> p. 7). 

ONG PLAYER Run a single race against the field (> below) 

or race in a Championship Season (> p. 11) 

with one player. 


TWO PLAYER Run a single race or race in a Championship 


Season with two players. 
AME OPTIONS Set audio and display options, and configure 
controller settings (> p. 10). 
CREDITS View a list of the people who contributed to 
NASCAR 2001. 


ABOUT EA SPORTS Check out the EA SPORTS line up. 


STARTING A SINGLE RACE 


Select a driver and a track and set your NASCAR options. You can choose to practice 
or qualify before the race. 


§ » For two player, insert a second controller in controller 
> port 2. Select TWO PLAYER from the Main menu. 
Follow the instructions below for starting a two play- 
er single race. To race a two player Championship Sea- 
son, follow the instructions on page 11. 


QUICK RACE: 

A non-stop trip onto the track. No setup choices to make, no need to qualify—you 
start in the middle of the pack as a randomly selected driver on a randomly selected 
track. Just get in the car and drive. Choose QUICK RACE from the Main menu to get 
behind the wheel now. 


To start a single race: 
1. From the Main menu choose ONE PLAYER. The Single Player Race menu appears. 
2. Highlight SINGLE RACE and press 9. The Race Setup menu appears. 


3. To select a driver, press the D-Button $ to highlight SELECT DRIVER and press 
_ %. The Driver Select menu appears. 
‘To cycle through available drivers, press the D-Button +». When you locate the 
driver you want, press 9% to return to the Race Setup menu. 
\ 


&> To create a driver, press @ (> Creating a Driver on p. 9). 
4. To select a track, press the D-Button $ to highlight SELECT TRACK 
and press %. The Select Track menu appears. \ . 
‘> To cycle through available tracks, press the D-Button +». When you locate the 
track you want, press 9 to return to the Race Setup menu. 


5. When you've got the race setup the way you want, select GO TO TRACK an 
press % to advance to the Race Weekend menu. 


THE RACE WEEKEND MENU 
The Race Weekend menu is your chance to adjust your car’s setup, qualify for a 
good starting position, check out the track, or go straight to race day. 


CAR SETUP Toggle your car's transmission, and choose your | 
setup from one of three options accenting speed, 
acceleration, or handling. (> p. 13) 


<> Specific options such as wedge are only available if physics is set to simulation 
at the NASCAR options screen. 


PRACTICE Run a few practice laps to get the feel for the 
track and your car's setup. 

QUALIFY Take two laps to determine your position in the 
Starting grid. 


RACE Battle for position against NASCAR's top drivers. 


2 EA TIP: Be sure to qualify before the race. If you fail 
# to qualify, you start at the back of the pack. 


ON THE TRACK 


Whether you're racing, qualifying, or practicing, racing begins with the cars 
approaching the start line. You take control after the countdown. 


<> For racing controls, (> Complete Game Controls on p. 4.) 


Keep your eyes on the track, but also watch your gauges and meters, all of which 
are displayed for you on the race screen. 


Stat Overlay ae | . 
Tachometer = S13 

MPH 

Fuel Gauge 


you, the more of a 
draft you get 


The green flag indicates the start of the race. 
When the green flag drops it is time to step on the 
gas. The green flag may also appear after a yellow 
caution flag in the middle of the race. 


The yellow flag cautions drivers to slow down and 
hold their positions because an unsafe condition 
exists on the racetrack. Cars may pit under yellow. 


are computer controlled. Get ready to resume control 
when the green flag appears. 


The white flag indicates that the lead driver is in 
his final lap of the race. This is your last chance to 
catch the leader. If you're in front, hold the lead 
because the pack will be making a last-ditch effort 
to hunt you down. 

CHECKERED The checkered flag indicates that the lead driver 

has crossed the finish line and won the race. 
<> Following the race and after the race highlights, the Race Results screen displays 
each driver's finishing position. 


PIT STOPS 

There are four situations that warrant a visit to pit road: low fuel, worn tires, poor 
handling, and damage. Your crew chief notifies you audibly when it’s time to refuel, 
change the tires, or repair damage. 

To make a successful pit stop: 

1. Decide which services you want before entering the pits. 

2. Enter pit road. The computer takes control of your car and the Pit Service menu 

appears. 

\s. Select services before your car comes to a stop. 


4. When the pit services are complete, your car pulls out of its stall. Hit accelerate 
as you exit pit road to get back on the track. 


THE PAUSE MENU 


Bring up the Pause menu to take a break from the action or to access 
Pause menu options. 


> To bring up the Pause menu, press START at any time during the race. 


RESUME RACE Return to the current race. \ 
RESTART RACE Start over with the same driver on the \ 
same track and the same qualifying position. \ 
RACE STATISTICS Access RACE STATS to check all the cars’ current \ 
positions in the field as they run. 
SOUND OPTIONS Adjust music, sound effects, commentary volume, 
and other sound options. 
DISPLAY OPTIONS Toggle the Leaderboard ON/OFF and set the 
Track Map ON/OFF. | 
PIT OPTIONS Select your pit options including fuel intake, 


change left/right tires, repair damage, and 
adjust wedge. 


QUIT RACE Abort the race, practice run, or qualifying round. 


CREATING A DRIVER 


Put yourself behind the wheel of one of six custom cars and go up against the pack. 

To create a driver: 

1. From the Select Driver screen, press @. The Car Selection screen appears. 

2. Press the D-Button +» to cycle through the available cars. Press 9 to select the 
car you want. The Enter Driver Name window appears. 

& To cycle through the available characters, press the D-Button t. 

> To go to the next character or back up one character, press the D-Button «+. 
Press 9% to finish and choose DONE to confirm. 


3. A pop-up screen prompts you to save your driver. Choose YES to save to a 
Memory Card(8MB) (for PlayStation 2). Then press 9% to return to the Single 
Race Main menu. 


racing style. 
¥% i 


RAGE LENGTH 


IT MODE 


DAMAGE 


YELLOW FLAGS 


| 
| SPEED COmP 


| 


GAME OPTIONS 


\ 


OPTIONS 


Set up the ultimate NASCAR race by adjusting the game settings to match your 


OPTIONS 


Choose Arcade for easier handling or Simulation 
for more realistic handling. 


Set opponent car Al strength to ROOKIE, 
VETERAN, or LEGEND. 


Set the length of your race based on the 
percentage of a real-life NASCAR race at the 
same track. The default race length is 3%. 
(See track diagram for lap equivalents.) 


Toggle the Pit Scaling feature NORMAL/SHORT. 
When set to SHORT, fuel and tires wear faster 
than normal. 


Car damage plays a key role in the battle for 
position in NASCAR racing. Use this option to set 
the durability of the cars on the track. When ON, 
cars that sustain enough damage can be eliminated 
from the race. When LIMITED, if your car gets 
damaged, press accelerate to have it auto- 
repaired. When OFF, cars do not sustain damage. 


If you have Damage ON, whenever a hazardous 
situation arises on the track, the yellow flag 
comes out, and the field runs under caution 
(the computer controls your car while the yellow 
flag is out). Set this option ON/OFF. 


Available in 2-Player Mode only. Set ON to give 
the trailing car a boost, giving them a chance to 
catch up. Choose off to disable this feature, or 
choose limited to give them a slight boost. 


Adjust your controller, sound and display options 
and save your current setup. 


GAME OPTIONS 
\ CONTROLLER SETUP Choose one of three controller configurations. 


> From the Controller Setup screen, press the 


D-Button «+ to cycle through the setup choices, 


then press 9% to accept the setup 
shown and exit. 


<> When a DUALSHOCK 2 analog con- 
troller is detected, NASCAR 2007 asks you 
or not you want to disable the vibration. 


<> Controls listed in this software manual are from 

Config 1. 

SOUND OPTIONS Adjust music and sound effects volume, set the 
audio mode, and select your commentary type. 

DISPLAY OPTIONS Toggle the Leaderboard ON/OFF \ 
and the Track Map ON/OFF. \ \ 


SAVE CURRENT Save your option selections. 
OPTIONS 


CHAMPIONSHIP 
SEASON 


Compete in a series of races in a quest for a NASCAR championship. 


‘> From either the One or Two Player menu, choose CHAMPIONSHIP SEASON 
mode. The Season Setup screen appears. 


SEASON SETUP MENU 

From the Season Setup menu you can choose your driver and type of season, and 
set NASCAR options. Selecting your driver works similarly to selecting a driver for an 
Single Race (> Single Race Mode on p. 6). Season Setup menu items are similar to 
those for an Exhibition race, except for type of Season, detailed below. 


SEASON Choose a FULL, HALF, or Pack 1, 2, or 3. Packs 1, 


2, and 3 are seasons consisting of 4 different 
tracks offering a quick and challenging experience. 


NASCAR 2001 CHAMPIONSHIP 
POINTS SYSTEM 


The winner of each race receives 175 points. For 
each subsequent finishing spot, the driver earns a 
lower point total. Also, each driver who leads the race 
for at least one lap receives five bonus points, and the 
driver who leads the most laps during a race receiv 
an additional five points. (Check the Results scre ns 
after each race for exact point totals.) : 


SEASON MENU 
GO TO TRACK Go to the next scheduled race in your season. 


LOAD/SAVE SEASON Save your season to your Memory Card 
(8MB) (for PlayStation 2) or load a previously 
saved season. 


View the standings for the current NASCAR 
season. 


Check out driver stats for the current season. 


Setup your controller and adjust sound, display, 
and save options. 


Return to the Main menu. 


ASON LOAD/SAVE MENU 


NOTE: Never insert or remove a Memory Card 
(8MB) (for PlayStation 2) when loading or saving files. 


NOTE: NASCAR 2001 loads game options and created 
drivers from a Memory Card (8MB) (for PlayStation 2) 
upon bootup only. This information is always loaded from 
Memory Card slot 1 when two Memory Cards with 
NASCAR 2001 data are inserted. 


To save a season: 
1. From the Season menu, select load/SAVE SEASON. The Season Load/Save menu 
appears. 


2. Highlight (in red) the season you wish to save and press 9. The Enter Season 
Name window appears. 


> To rename your season, press the D-Button and press %. Or press @ to erase all 
characters at once. Renaming your season is optional. 


3. Press % again to return to the Season menu. 
To load a saved season: 


. From the Season Load/Save menu, select LOAD SEASON. The Save/Load Season 
window appears. 


2.\ Highlight the season you want to resume, and press %. 
3. Press % again to exit and return to the Season menu. 
To delete a saved season: 


. From the Season Load/Save menu, select DELETE SEASON. The Save/Load 
A appears. 


2. Highlight the file you want to delete and press 9. A pop-up 
window prompts you to confirm. Choose YES to delete the file or 
NO to return to the Save/Load screen without making any changes. 


CAR SETUP 


Modify your car's setup to suit each track. 


<> When you choose CAR Setup from the Race Weekend menu, the Car Setup 
menu appears. 


<> Not all car setup options are available in Arcade Mode. To access all options, 
choose Simulation from the Nascar Options menu. 


SPOILER ANGLE Increasing down force provides better grip to the 
rear tires. Adding more down force reduces top 
speed due to aerodynamic drag. 
SUSPENSION Set the stiffness of your car’s shocks. Soft shocks | 


allow your car to roll into the turns. Stiffen just 
the front shocks for understeer or just the rear 
shocks for oversteer. 


WEDGE Wedge lets you distribute weight to different 
corners of the car. Increasing wedge adds weight 
to the left rear corner and tightens up the car. 
Decrease to transfer weight to the right front for 
a loose-running car. 


GEARING Adjust your gearing. The lower the gearing 
number, the faster you get to the top of the 
gear, but your top speed is slower. Higher gearing 
numbers provide greater top speed, but they take 
longer to climb. 

TIRE PRESSURE Set the amount of pressure in your tires. Lower 
pressure increases contact with the track, improv- — 
ing handling and increasing tire wear. The higher — 
the pressure, the faster the car travels. 

TRANSMISSION An AUTOMATIC transmission provides a smo 
no-hassle race, but a MANUAL transmission let 
you squeeze more out of each gear. 

DEFAULT Reset all options to their original setti 


LOAD/SAVE SETUP Access a previously saved setup_or save 
current settings. You can save 2 car setups for 
each track. 
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SOUNDTRACK 
“TROUBLE IS...” 

Performed by Kenny Wayne Shepherd 
Written by Kenny Wayne Shepherd, 
Reese Wynans, Chris Layton and 
Thomas Smedley 

© 1997 Sounds of Universal, Inc. 

on behalf of itself and 

Only Hit Music (BMI) and 

Manchaca Music (BMI) administered by 
Bug Music 

(P) 1997 Revolution 

Produced under License from 

Warner Bros. Records 

By Arrangement with Warner Special Products 


“ACTION MAN” 
Performed by Widespread Panic 

Written by Widespread Panic 

© 2000 Published by Widespread Music (BMI) 
Recording courtesy of Widespread Records 
“GIVE” 

Performed by Widespread Panic 

Written by Widespread Panic 

© 2000 Published by Widespread Music (BMI) 
Recording courtesy of Widespread Records 


“HAIRPIN TURN” 

Performed by Government Mule 

Written by Warren Haynes, Matt Abts and 
Allen Woody 

© 2000 Buzzard Rock Music (BMI) 

Jake Henry Music 

(ASCAP) and Woody Music (SESAC) 

(P) 2000 recording courtesy of 
Government Mule 


“OMEGA MULE” 

Performed by Government Mule 

Written by Warren Haynes, Matt Abts and 
Allen Woody 

© 2000 Buzzard Rock Music (BMI) 

Jake Henry Music 

(ASCAP) and Woody Music (SESAC) 

(P) 2000 recording courtesy of 
Government Mule 


“MACH 5” 
Performed by Government Mule 


Written by Warren Haynes, Matt Abts and 
Allen Woody 


© 2000 Buzzard Rock Music (BMI) 
Jake Henry Music 

(ASCAP) and Woody Music (SESAC) 
(P) 2000 recording courtesy of | 
Government Mule 


“TWENTY NINE” 
Performed by Karma to Burn 
Written by Rich Mullins, Will 
Mecum and 

Rob Oswald 

© 1999 Zomba Enterprises Inc./ 
Crack Angel Songs 
(administered by Zomba Enterprises Inc.) 
(ASCAP) 

(P) 1999 Recording courtesy of 
Jellysyrup Productions 


“THIRTY TWO” 

Performed by Karma to Burn 

Written by Rich Mullins, Will Mecum and 
Rob Oswald 

© 1999 Zomba Enterprises Inc./ 

Crack Angel Songs 

(administered by Zomba Enterprises Inc.) 
(ASCAP) 

(P) 1999 Recording courtesy of 
Jellysyrup Productions 
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WARRANTY 


ELECTRONIC ARTS LIMITED WARRANTY 
Electronic Arts (“EA”) warrants to the original purchaser that this product is free from defects 


any special, incidental, or consequential damages resulting from possession, use, or mal- 
function of this Electronic Arts software product. 


Some states do not allow limitation as to how long an implied warranty lasts and/or exclu- 
sions or limitations of incidental or consequential damages so the above limitations and/or 
exclusions of liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights that vary from state to state. 


RETURNS WITHIN THE 90-DAY WARRANTY PERIOD-Please return the product along 
with a copy of the original sales receipt, showing the date of purchase, a brief description of 
the difficulty you are experiencing including your name, address, and phone number to the 
address below. If the product was damaged through misuse or accident, this 90-day warranty 
is rendered void and you will need to follow the instructions for returns after the 90-day 
warranty period. 


We strongly recommend that you send your product using a delivery method that is trace- 
able. Electronic Arts is not responsible for items not in its possession. 


RETURNS AFTER THE 90-DAY WARRANTY PERIOD-Please return the product along 
with a check or money order for $15.00 made payable to Electronic Arts, a brief description 
of the difficulty you are experiencing including your name, address, and phone number to 
the address below. 


\ i ; } 
We strongly recommend that you send your product using a delivery method that is trace- 
able. Electronic Arts is not responsible for items not in its possession. 

\ 
\ NOTICE 

Electronic Arts reserves the right to make improvements in the product described in this 
anual at any time and without notice. 


\ 


iG} 


This manual and the software described in this manual are copyrighted. 
rights are reserved. No part of this manual or the described software may be 
copied, reproduced, translated, or reduced to any electronic medium or 
machine-readable form without the prior written consent of Electronic Arts. 


Electronic Arts Customer Warranty 
P.O. Box 9025 
Redwood City, California 94063-9025 


warranty@ea.com or by phone at (650) 628-1900. 


TECHNICAL SUPPORT-—If you need technical assistance with this product, call us at (650) 
628-4322 Monday through Friday between 8:30-11:45 AM or 1:00-4:30 PM, Pacific 
Standard Time. 


EA Tech Support Fax: (650) 628-5999 | 


HOW TO REACH US ONLINE | 
Internet E-mail: support@ea.com 


World Wide Web: wwwtechsupport.ea.com 
FTP: Access our FTP Site at ftp.ea.com 


If you live outside of the United States, you can contact one of our other offices. 


In Australia, contact: In the United Kingdom, contact: 
Electronic Arts Pty. Ltd. Electronic Arts Ltd. 
P.O. Box 432 P.O. Box 181 
Southport Qld 4215, Australia Chertsey, KT16 OYL, UK 
Phone (0870) 2432435 


In Australia: For Technical Support and Game Hints and Tips, phone the EA HOTLINE: 1 
902 261 600 (95 cents per min.) CTS 7 days a week 10 AM-8 PM. If you are under 18 years 
of age parental consent required. 


Software and documentation © 2000 Electronic Arts Inc. All rights reserved. 


Electronic Arts, the Electronic Arts logo, EA SPORTS, the EA SPORTS logo, and “if it’s in the 
game, it's in the game” are trademarks or registered trademarks of Electronic Arts Inc. in th ‘ 
U.S. and/or other countries. All rights reserved. : 


All trademarks, driver names, tracks, cars and other marks and images are the proper 
their respective owners and used under license. 


NASCAR is a registered trademark of the National Association for Stock Car Auto 


DRIVERS: 
“John Andretti” name and likeness, and likeness of #43 STP car used under license from 
Petty Enterprises. 


likeness and signature and likeness of #24 Hendrick Motorsports 
Finishes Monte Carlo © 2000 J.G. Motorsports, Inc. car used under 


is ‘ademarks, ‘Roush Racing’ and Jeff Burton’s name and/ or likeness by authority of 
ee Racing, Livonia, MI. 


d uniform granted by Dale Earnhardt, ‘ine 


OT WHEELS is a trademark owned by and used under license (with permission) from 
Mattel, Inc. Copyright 2000 Mattel, Inc. All Rights Reserved. 


Quality Care Ford and Ford Credit are used under license from Ford Motor Company. “Dale 
Jarrett” and Robert Yates Racing trademarks are used under license. 


“Bobby Labonte®,” “##18®,” “Interstate® Batteries,” “Tony Stewart®,” “4#20®,” and the 
Home Depot® licensed under authority of Joe Gibbs Racing, Huntersville, NC. 


“Terry Labonte” name and likeness and Kellogg's marks under license granted by Kellogg's 
Company and Hendrick Motorsports. TM, Copyright 2000 Kellogg's Company. 


“Bobby Hamilton” name and likeness, Morgan-McClure Motorsports, KODAK, GOLD, MAX 
and Trade Dress are trademarks licensed to Electronic Arts Inc. by Eastman Kodak Company. 
Copyright 2000 Under license from Eastman Kodak Company. 


“Mike Skinner” name and likeness, and likeness of the #31 Richard Childress Racing Team 
Car are used under license. 


“Ward Burton” name, signature and likeness, and the likeness of Bill Davis Racing #22 
Caterpillar sponsored stock car are used under license granted by Ward Burton and Bill Davis 
Racing. “CAT” and “Cat Racing” designs used under license. 


“ 


Bill Elliott” name and likeness; likeness of the Bill Elliott Racing Team and “McDonald's” 
trademark are used under license granted by CMG Worldwide. © 2000 McDonald's 
Corporation 


x“ and “Penske Auto Center” trademarks used under license from Penske Racing 


South, Inc. 


\ 4 t { 
“Steve Park” name and likeness, and the likeness of the Dale Earnhardt racing car #1 are 
ed under license. 


“Rusty Wallace©” name and likeness used under license from Rusty Walla 
Inc. 


Texaco, Robert Yates Racing and Ricky Rudd are used under license. 


“Sterling Marlin” name and likeness and likeness of SABCO Racing cars Copyrigh 
SABCO Racing, Inc. All Rights Reserved. 


© Square D Company. All rights reserved. Square D; “Kenny Wallace” name, signature\and 
likeness; and the likeness of the #55 “APR” Race Team are used under licenses granted 
through TMDG, Harrisburg, NC. 


“Valvoline” trademarks, “Roush Racing” and “Mark Martin” name and/ or likeness by author: 
ity of Roush Racing, Livonia, MI. 


© 2000 Power Team All rights reserved. “Geoffrey Bodine” name, signature and likeness; 
and likeness of the #460 and Bessey Motorsports are used licenses granted through TMDG, 
Charlotte, NC. 


The “Deere & Company” trademarks, “Roush Racing” and Chad Little’s name and/ or like- 
ness by authority of Roush Racing, Livonia, MI. 


“Dale Earnhardt, Jr.” name and likeness, and the likeness of the Dale Earnhardt racing Car 
#8 are used under license. 


Richard Petty items licensed by Petty Marketing Co., LLC. Richard Petty name is a trademark 
exclusively of © Petty Marketing Co. LLC. 


‘Familyclick.com, ‘Roush Racing’ and Kevin Lepage’s name and/ or likeness by authority of 
Roush Racing, Livonia, MI. 


“Adam Petty” name and likeness, and likeness of #45 Sprint car used under license from 
Petty Enterprises. 


“Michael Waltrip” name and likeness, “Mattei Motorsports ” and the likeness of the Nation's 
Rent #7 car are used under license. 


Penske-Kranefuss Racing, L.L.C. trademarks, including the #12 and the likeness of the race- 
car, and Jeremy Mayfield's name and/or likeness are granted by license from Penske- 
Kranefuss Racing, L.L.C. Mobil 1 and the “Pegasus” are registered trademarks of Mobil of i 
Corp. 


Jimmy Spencer: “Kmart” trademarks; “Route 66” trademark; “Jimmy Spencer” name, sigr 
ture and likeness; and likeness of the #26 Haas-Carter Motorsports race team a 
under license granted by Haas-Carter Motorsports, LLC. 


"#33", "Joe Nemecheck", and “Andy Petree Racing” are licensed under the author 
Petree Licensing. Flat Rock, NC. 2000. i: 


“Wally Dallenbach” name and likeness of #75 Turner Broadcasting car 
from Galaxy Motorsports. 


“Dewalt” trademarks, “Roush Racing” and “Matt Kenseth” name and/ or likeness by author- 
ity of Roush Racing, Livonia, MI. 


“Kenny Irwin Jr.” name and likeness of #42 BellSouth car and likeness of SABCO Racing Cars 
opyrig O Racing, Inc. All Rights Reserved. 


Ovrignt 


‘Wood Brothers Racing.” 
Schrader” name and likeness of #36 M&M's car used under license. ©2000 MB2 


Chevrolet, Monte Carlo, Pontiac, Grand Prix, the Chevrolet “Bow Tie” emblem, the Pontiac 
“Arrowhead” emblem, and vehicle model body designs are General Motors trademarks used 
under license to Electronic Arts Inc. 


STP ® trademark used under license. 


TRACKS: 

Daytona International Speedway , Darlington Raceway, North Carolina Speedway, California 
Speedway, Homestead-Miami Speedway, Michigan Speedway, Phoenix International 
Raceway, Richmond International Raceway, Talladega Superspeedway, and Watkins Glen 
International are registered trademarks of International Speedway Corporation, used under 
license from International Speedway Corporation. 


Pocono Raceway is the registered trademark of Pocono International Raceway, Inc. 


Atlanta Motor Speedway, Bristol Motor Speedway, Lowe's Motor 
Speedway, Texas Motor Speedway, Sears Point Raceway,Las Vegas Motor 
Speedway and the SMI Globe design are trademarks of Speedway 
Motorsports, Inc., used under license. 


All other car, team, and driver images, track names, trademarks, and other intellectual 
property are used under license from their respective owners. 


PlayStation” and the “PS” family logo are registered trademarks of Sony Computer 
Entertainment Inc. 


EA SPORTS™ is an Electronic Arts™ brand. 
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Accurate player sizes and accessories 
down to eye black and turf tape. 


Authentic facial expressions-see the 
intensity in a blitzing linebacker’s eyes. 


Physics-based animations calculated 
from speed, mass and hit location. 


With signature playbooks and play 
styles, coaches work the sidelines-and 
the officials. 


Over 200 of the NFL's greatest players 
and old-school teams with throwback 
uniforms. 


Win, trade and risk in-game Madden 
Cards to unlock hidden players, 
stadiums, and power-ups. 


BODOPISBDID 


Bec nA its eed EA SH Avisip seins amie WWW.allmadden.com 
EVERYONE 
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